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О Introduction 

Тһе TARDIS has taken the Doctor on countless adventures 
across the Universe, from futuristic alien worlds, to Earth's 
distant past. With so much potential for adventure out 
there, sometimes it can be tricky to decide where to take 
the TARDIS next — especially if you need to run a Doctor 


Who game at short notice. 


Within Volume 1 of TARDIS Tales Gamemasters can find 
ten adventure ideas, from some of the newest voices, that 


can inspire a whole series of escapades: 


The Beast of the New Forest sends the characters to 
1100 CE into the New Forest, where they may accidentally 
prevent a historical assassination. The Appliances of 
Auttley Isle is a festive tale of migrating aliens and 
tiny burglars, while Do Androids Dream of Electric 
Antelopes? presents the characters with a moral dilemma 
on a robotic big-game hunt. Flesh of the Vampire finds 
the group visiting a theme park where the ‘vampire’ 
hosts are more realistic than they seem, while Ground 
Strike unearths an old Dalek mining operation that is 


mysteriously still active. 


The Mad Gasser of Mattoon attempts to resolve the 
classic mystery of people being tranquilised in 1944's 
Illinois, and The Night Terrors takes the TARDIS to 
Rookholme in England, 1976, where the villagers’ 
nightmares are coming to life. A hotel in London where 
various rooms are trapped in different time-periods finds 
itself with some Unwelcome Guests, while a strange 
stone seems to feed off of a village’s potential in Endless 
Summer. Finally, in Time and Time Again, the characters 
find themselves trapped in a time-loop on a damaged and 


deteriorating starship. 


Each adventure provides the story-arc, main plot, the 
antagonist, and everything the Gamemaster needs to play 


the story — and plenty of inspiration for the adventure to 


be expanded into a longer and more involved episode. 
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New Forest, Hampshire, 
England - 1100 CE 


The characters arrive in the New Forest іп 1100, where —s_— ТТ 77 
William Il, King of England, is hunting nearby. Their 
relaxing summer's day is interrupted by а Worgotch — а 
snarling, slobbering, bright green, dog-like alien — just 
as William's hunting party arrives. The unfolding events 


could change English history forever and put time itself 


at risk. 


О Act One: 

The Hunters and the Hunted 

The Worgotch is a Raxacoricofallapatorian predator, 
similar to an Earth canine, except larger and green. 
They can be savage but are also kept as loyal pets by 
Raxacoricofallapatorian families. This one сате to 
Earth in an escape shuttle with an unfortunate family of 


incompetent Raxacoricofallapatorian scrap dealers. 


Their poorly maintained vessel malfunctioned, and 


they were forced to escape by shuttle, which also 
malfunctioned. Unfortunately, it seems everyone else 
perished on landing, the shuttle embedding itself in the 
forest. The Worgotch has been fending for itself in the 


wild ever since. 


The large green alien quadruped emerges through the 
woods and confronts the characters. It looks hungry 
and vicious, but also scared. Characters familiar with 
Raxacoricofallapatorius might recognise it. It could attack 
but will respond to kindness, especially offers of food. 
Suddenly, the King’s hunting party crashes noisily into the 
clearing and the Worgotch flees in the confusion. 


Everyone has their finest hunting gear on, fine 
embroidered robes and long cloaks. There are squires, 
servants, excited hunting dogs, and minor nobles, but 
the main protagonists are William Rufus, the King of 
England and the third son of William the Conqueror; 
Henry Beauclerc, William's younger brother; Walter Tirel, 
a courtier and renowned hunter; and Gilbert de Clare, 
one of the King’s ‘loyal’ barons. 


Characters with knowledge of historical events will know 
that today, the second of August 1100, Walter Tirel 
assassinated William Il with a bow and arrow. He fled to 
France. Henry Beauclerc seized the royal treasury and 
declared himself King. Because of William's unpopularity, 
the church and many barons were happy with the turn of 
events. Gilbert de Clare is a more neutral presence who 
can give the characters any local information they might 
need, but he is happy enough to see William killed, too. 


Once the Worgotch has fled, the King questions the 
characters. If they impress him, he wants them along on 
the hunt, if they don’t he wants them close to keep an 
eye on them. They are even given horses whether they 


can ride or not. 


О Act Two: A Plot Unravels 

Eventually, one of the hounds catches the Worgotch’s 
scent. The hunting party rushes off with the characters 
following close behind. 


The hounds stop apprehensively near a dense copse. The 
earth has been churned up strangely. William gives the 
instruction for the hunt’s beaters to circle and flush the 
prey out, while the nobles dismount and nock their arrows 
onto their bowstrings. 


This is when Teril plans to assassinate the King. He is 
slightly removed from the rest of the party, and when the 
arrows are loosed towards the Worgotch, he aims for the 
King. The characters have a good chance of noticing and 
realising what he is about to do. 


If the characters do not intervene, with the confusion 
caused by the Worgotch, Teril misses his shot, and the 
King lives. The Worgotch is injured by an arrow and 
flees into the heart of the copse. William is alive and the 
characters are left with the difficult problem of a timeline 
that has diverged from what actually happened. If the 
characters want to restore the timeline, they must work 
out how to make that happen. 


© Act Three: Bearded in his Den 


If the King dies, the hunting party becomes chaotic. The 
King’s brother, Henry, takes charge and everyone defers 
to him. Most people are pleased that the King is gone. 
Teril flees immediately and is not seen in England again. 
Attention turns from the Worgotch and the characters, 
giving them a chance to pursue it. 


Whether or not the King survives, the characters can 
follow the Worgotch into the woodland and into a 
muddy tunnel created by the escape shuttle’s landing. 
The shuttle’s impact has created thirty metres of tunnel 
descending at about thirty degrees. The end is lit by a 
dull light emanating from the shuttle where the hatch has 
been left slightly ajar. The Worgotch pushed the door 
open on its way out, but it does not have the dexterity to 
open it again and retreat into the shuttle. 


If William is alive, Teril and de Clare, or other knights if 
these are occupied, pursue the Worgotch to the end 
of the tunnel and attempt to dispatch it. The creature 
appears now more like an unfortunate, scared, family pet 
rather than a fierce monster. If the characters can save it 
then they can be given Story Points, especially if they can 
find a good home for it later. 


The shuttle has a dozen crash pods. Nine of them are 
occupied by dead Raxacoricofallapatorians who didn’t 
survive the impact. Two of the pods are closed and empty. 
The final one is open and empty, except for a blanket and 
an amusing Raxacoricofallapatorian Worgotch chew toy. 


О Epilogue: Making History 

If the King dies in this adventure, then history continues 
as it is meant to. If he lives, history will have changed 
and it is up to the characters to try to put things right. 
Maybe a Raxacoricofallapatorian survived, leaving their 
pod empty? If so, have they replaced a member of the 
King’s court? 


J 
O 
O 
-і 
O 
ж 
= 
T 
O 
Тт 
E 
m 
W 
m 
> 
N 
— 
O 
1 
— 
is 
m 
FA 
m 
= 
Tl 
© 
70 
m 
N 
— 


о 
O 
O 
— 
O 
ж 
= 
= 
O 
= 
> 
70 
z 
N 
-4 
о 
2 
< 
о. 


7 AÑ 


жа | 


Auttley Isle, Newfoundland - 
Christmas morning, 1996 


Every 47 years, a benign pan-galactic species known 


as the Emberdyne migrates across the Milky Way, 
hopping planets as the Emberdyne young undergo 
a metamorphosis from youth to adulthood. These 
defenceless Emberdyne protect themselves by assuming 
the shape of everyday objects, though this mimicry is 


never completely foolproof. 


Earth is one of a thousand planets on their migratory 
path, and every cycle they descend upon one location. 
This migration, coinciding with Christmas morning, the 
Emberdyne fall upon the isolated Auttley Isle off the coast 
of Newfoundland, Canada, camouflaging themselves as 
electrical appliances. The old town of Auttley is built upon 
a steep cliffside, its narrow streets meandering down to 
the most modern part of town: Auttley Atlantic Cannery 


Co, the only industry on the island. 


The Emberdyne visit each planet for twelve hours before 
leaving in a spectacular display. The characters arrive at 
9:00 am, an hour before the migration departure, only to 
stumble upon a spate of break-ins: three Hoosifuj thieves, 
Arbonoy Banoy-Banoi and his sisters, plan to steal the 
defenceless, shape-changing Emberdyne. Able to mimic 


any technology, they are priceless. 


О Act One: The Screaming Microwave 
The TARDIS appears in a narrow backstreet of Auttley. 
Everything is dark, quiet, and snowbound, impassable 


for vehicles. It is not immediately apparent what form the 


Emberdyne have taken. Lights are on in houses, but like 
the streetlights, they are flickering. The characters can 
look across Auttley to the docks and the dark waters of 


Cheswick Bay. 


A cry catches their attention. Charging through thick 
snow, clad in a dressing gown and boots, is Jacqueline 
Bard, owner of Auttley Atlantic. Furious, she tells the 
characters her story. Woken by screams, she found her 
house thrashed. Exiting through her kitchen window, ‘like 
a reverse Santa’, was a long-snouted, furry creature. It 
gawped at her and said, ‘Don’t mind me.’ Under its arm, 


Jacqueline’s microwave was screaming. 


Bard points. ‘Look!’ A shadow bounds along the roofs of 
Auttley. She gives chase, and the characters can follow. 
The shadow lands in the street before them. This is the 
Hoosifuj thief, Arbonoy Banoy-Banoi. He is short and 
furry, like a possum walking on its hind legs. He wears a 
thick scarf, and a red bobble hat. Over one shoulder is 
a multi-planar omni-satchel (a big sack) while under the 


other is— 
‘My microwave! shouts Jacqueline Bard. 
The captured Emberdyne screams. 


‘Don’t mind те! cries Arbonoy, jumping over their heads 


and away. 


© Act Two: Тһе Roofs of Auttley Isle 
The characters track Arbonoy as he scuttles between 
buildings, off car roofs, streetlights, and electric poles, 
moving seemingly at random. Knowing people are on 
his trail, he is quickly breaking into as many houses as 
he can, filling his sack with appliances, not bothering 
to check if they are Emberdyne or not. Following him 
requires the characters to clamber up fire escapes, to 
hop over alleyways, and run across icy warehouse roofs as 
streetlights continue to flicker. 


Аграпоу5ѕ progress сап be tracked by the pawprints he 
leaves behind, by the sounds of breaking glass and the 
outrage of homeowners, by the occasional green light 
and zap! as Arbonoy fires his weapon, a Fluxomb-Gohr 
Destabilisette, that renders people wobbly and nauseous. 
As they pursue Arbanoy, the characters encounter various 
Emberdyne: а deep fat fryer with eyestalks that’s hiding 
behind bins, a blender bobbing on bat-like wings, and 
Arbonoy chasing a spindly-legged toaster round a yard. 


The characters also encounter Sergeant Rostrum Punnet, 
who is sitting on the street, nursing his head after being 
zapped by the Destabilisette. He is investigating the 
dozens of break-ins since the early hours and has been 
trying to find the hooligans responsible. He insists on 
accompanying the characters. 


If they catch Arbanoy, he claims his homeworld is on the 
verge of destruction, and only the Emberdyne can fix it. 
He is unable to explain how exactly, and is clearly lying. 
He fires the Destabilisette and flees. Arbonoy’s ultimate 
destination is clear: Auttley Atlantic Cannery Co. 


© Act Three: 

Auttley Atlantic Cannery Co. 

The Cannery is closed for Christmas, its production lines 
still. The characters can get the keys from Jacqueline, 
Rostrum can use his skeleton key, or they can break in. 
Rostrum mentions that alarms went off last night; he 
investigated but found nothing suspicious. 


A great pile of appliances covers the floor of the Cannery. 
Behind it is Arbonoy’s ship. It uses cut-price chameleon 
tech to blend into its surroundings, taking the form of a 
gigantic metal can, complete with ring-pull and label. The 
ship draws upon Auttley’s electricity, hence the flickering 
streetlights. 


Loading the ship is Arbonoy’s sister, Ambermenatrax, 
while the other sister, Jan, is relaxing nearby. They are 
squabbling; Ambermenatrax is grousing that no-one 
is helping, while Jan, the pilot, counters that having 
found Earth, her job is done. The sudden appearance 
of Arbonoy throws them into chaos. Saying he is being 
followed, he urges them to load the Emberdyne and get 
the ship running. From energy readings, it is clear to the 
characters that there is a good chance the old, rickety 
ship will explode if forced to take off. 


The characters have options in stopping the Hoosifuj, 
saving Auttley and the Emberdyne. They can play on 
tensions within the group, they can disable the ship, they 
can communicate with the Emberdyne and have them 
transform into something useful, they can even bribe the 
Hoosifuj with something valuable. 


Once the Hoosifuj have been stopped, the Emberdyne 
leave Auttley, bright golden stars toppling upwards 
into the sky. Failing results in the ship taking off, there 
is an explosion, and the ship crashes into the sea. The 
characters have to engage in a rescue mission! 


ARBONOY BANOY-BANOI 


Concept: Hoosifuj Thief 
Focus: Greed 


Awareness 3, Coordination 4, Ingenuity 
5, Presence 2, Resolve 2, Strength 2 


Skills: Athletics 4, Conflict 2, Convince 
3, Intuition 3, Science 2, Subterfuge 4, 
Technology 3 


Distinctions: Hoosifuj – limber and athletic, 
with an inclination towards greed and a 
distinct aversion to violence. 
Weapons: Destabilisette (S/S/S) - causes 
vertigo and nausea in victims, lasting for 
5/10/15 minutes. 


Tech Level: 6 


Story Points: 4 


Maluleke Synthetic Game Reserve, 
South Africa – Wednesday, 
2 July 2042 


A few hours drive outside of Johannesburg, robotics 


mogul and well-known philanthropist Ayanda Maluleke 
is holding the grand opening of her new hunting 
reserve — one filled entirely by robotic wildlife. Ayanda 
seeks to disrupt the hunting industry by offering all the 
challenge and excitement of a hunt, whilst still protecting 
South Africa's native fauna. ‘Budget’ packages include 
donated engineering rejects, whereas the ‘premium’ 
game is externally indistinguishable from the living. 
Many competitors are not happy with this threat to their 
livelihoods. 


Undeterred, Ayanda has invited a number of rich and 
affluent hunting enthusiasts to the opening in the hopes 
of garnering positive media attention. Unbeknownst to 
Ayanda, Aspect-8, a defective android and remnant of 
a long-discontinued project, lurks among the salvage of 
the reserve's ‘budget’ stockpile. Guest Roman Ewles was 
bribed by one of Ayanda’s known competitors to smuggle 
in the android along with other donations, hoping to 
sabotage the event. 


Unable to distinguish between sentient creatures 
and non-sentient machinery, Aspect-8 steps out into 
the African savannah. Shocked and distressed by the 
apparent slaughter he witnesses, the android vows to 
stop the butchering of his kin. With even Roman unaware 
of the true danger Aspect-8 poses, it is only a matter of 
time before the hunters become the hunted. 


О Act One: Тһе Hunt Begins 


The characters arrive in the African savannah. The midday 
sun beats down, the grasslands stretching as far as the eye 
can see. In the distance is the hunting lodge — a stunning 
modern structure covered in vertical wall gardens. 


The ground rumbles beneath the characters’ feet as a 
herd of antelope stampedes close by, followed in hot 
pursuit by a large off-road vehicle. Next to the driver is 
Ayanda Maluleke, accompanied by several passengers: 
British politician Roman Ewles, Russian oil baron Nikolai 
Melnik, socialite and model Geneva Lundström, апа 
South African tourism magnate Johannes Nkosi. While 
many are dressed in almost old-fashioned hunter's get- 
up, their weapons are clearly of a much more recent stock. 


‘Mind yourselves!’ bellows the driver, as both the hunters 
and stampede head straight for the characters. 


Roman lets loose an expert shot, felling an antelope 
who falls near the characters’ feet. The creature sparks, 
its intricate inner mechanisms (and its true nature) made 
visible through the bullet hole as the hunting party 
congratulates one another. 


‘A fine shot indeed, Roman!’ Ayanda claps in delight, her 
enthusiasm more muted than the self-absorbed aristocrats 
surrounding her. ‘Though | dare say our belated guests 
here may have helped to corral it for you.’ 


© Act Two: A Robotic Predator 

The characters have an opportunity to take stock, gather 
information, and make introductions as Ayanda and 
the hunters disembark. The group take trophy photos 
alongside the robotic antelope, posturing and boasting 
about their hunting prowess. 


Ayanda is keen to answer questions about her work, such 
as the nature of the reserve and its diversity of game. 
Several more overtly mechanical creatures roam on the 


horizon, with a faint whir of pistons and hydraulics. 


It is during this time that Aspect-8 begins stalking the 
group at a distance, hiding in the long grass. A family 
of synthetic zebras meander nearby, entirely undisturbed 
by his presence. While the characters are busy, Aspect-8 
surreptitiously attempts to puncture the tires of the 
unattended vehicle. As the driver leaves the vehicle to 
investigate, he is suddenly and without warning beset 
upon by the family of zebra, who knock him unconscious. 


‘Somebody do something!’ Geneva demands, hiding 
behind Roman. Confusion and panic break loose, as 
the self-centred guests attempt to return to the hunting 
lodge for protection. 


Ауапаа5 scanner, апа any equipment the characters 
have, picks up unusual readings in the local area — the 
short-range, encrypted system that Aspect-8 uses to 
communicate with the synthetic wildlife. 


Characters can investigate, question the hunting party, 
and attempt to track the source of the disturbance 
themselves. Alternatively, they may return to the hunting 
lodge to fortify their position. 


© Act Three: Android Eden 


Whether the characters seek out Aspect-8, or retreat to 
the hunting lodge for safety, the attacks become more 
targeted and force an eventual confrontation. 


‘You must leave here’, demands Aspect-8 in a crackling 
voice, surrounded by mechanical fauna. He is skeletal, a 
smooth reflective plate in place of a conventional face. 
His entire chassis is scratched and battered, with flecks of 
lichen and grass growing among the crevices. 


Attempting to reason with Aspect-8 reveals that he 
discerns no ethical difference between hunting machines 
and hunting flesh and blood animals. The android is 
willing to do all that is necessary to protect his kin, 
something Ayanda evidently sympathises with. 


It is up to the characters how best to proceed. At great 
risk to the characters and guests, Ayanda wishes to 
attempt a negotiation with Aspect-8. Roman insists upon 
activating the EMP located on the hunting lodge roof, an 
emergency failsafe which will shut down all creatures on 
the reserve. 


Should the EMP be used, Ayanda puts up a fight to 
protect her robots. When the EMP device on the roof is 
activated, a deafening sound rings out, shaking the tower 
with a forceful shockwave as electrical devices sputter, 
fizz, and die. Upon returning downstairs, Ayanda leaves 
to inspect the damage. Aspect-8 is among the casualties, 
having collapsed to his knees and shut down, one hand 
still resting on the head of a synthetic antelope. 


A successful negotiation leads to Aspect-8 standing 
down, willing to work with Ayanda to create a haven for 
synthetic wildlife. However, this option is met with strong 
resistance from the other guests. The characters need to 
talk down using the EMP, and convince the guests to give 
them an opportunity to negotiate peacefully. 

After Aspect-8 yields, the characters and Ayanda meet 
him outside the lodge. 


‘It seems that we have much in common, and much to 
discuss,’ Ayanda says after several tense moments. The 
two relent, shaking hands to solidify their new-found 
unity, and thank the characters for enabling their life- 
changing discussion. 
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POLICE едц 


Earth, 23nd Century 

An exclusive entertainment park is using Flesh technology 
(see the Eleventh Doctor Sourcebook) to create 
programmed characters to maintain the gothic horror 
illusion. Programming can go wrong, and the Flesh always 
strives for independence. Though programmed not to 
injure guests, the normally harmless ‘bite’ of a Flesh tech 
vampire is now introducing elements of programmed 


Flesh into the human, and the victim is changed... 


О Act One: 

In the Shadow of the Castle 

The characters arrive at what looks like a small Germanic 
village in the late 19th century, sitting in the shadow of a 
castle higher up the mountain. The obvious place to go to 
find out more is the inn, where they meet with suspicious 
locals, and a couple of travellers in their late 20s in fancy 
period attire, who seem rather put out. One comments to 


their partner, ‘I thought this was a private booking!’ 


Romesh Agarwal and his partner, Alissa Green, are 
on holiday at an expensive theme park that uses Flesh 
technology to create programmed characters to support 
guests acting out their fantasies. The theme park is 
expensive, but Romesh and Alissa are well-heeled 
corporate lawyers. They have chosen a Gothic fantasy 


BOX 


as 


in which they travel to Castle Wildstein to investigate 
the disappearance of the boss of Romesh’s character 
(Romesh and Alissa use their own names in-character 
for simplicity). The boss was a lawyer who disappeared 
after travelling to the Castle to complete some business 
for Count Wildstein. The village, Hohberg, is just the first 
stage of the fantasy adventure. 


The barman tells the travellers that there is nowhere to 
stay — not at the inn and definitely not at the Castle. They 
can get food and drink, but must move on before it gets 
dark. The village priest warns to stay away from the Castle 
as it is a place of evil from which people do not return. 
Villagers mutter about these outsiders; they might be in 
league with the Count! 


A carriage arrives at the inn, driven by the Count's 
manservant, Groll. The Count has heard that there are 


travellers in need of shelter and extends his welcome. 


© Act Two: The Castle of the Vampire 
The journey up to the Castle allows for a brief chat with 
Romesh and Alissa. They try to stay in character, although 
Romesh asks the characters why they aren't dressed 


properly. 


Arriving at the Castle just before dark, they are left by 
Groll in the entry hall. There is enough time to take in the 
faded opulence as the light fades. The Count appears at 
the top of the stairs, holding a candelabra: he is tall, dark, 
imposing. He bids them welcome, and explains that Groll 
will prepare rooms and refreshment; the Count will eat... 


much later. 


There is time to explore, uncovering the tricks that build 
the Gothic atmosphere. Concealed lighting makes things 
more dramatic. The castle was recently constructed. 
Things that should be handmade are machine-made. 
Atmosphere is more important than accuracy. The only 
mirror in the place is іп Romesh’s room — his shaving 
mirror is actually a screen with a hidden camera (to allow 
for a ‘no reflection’ vampire reveal). Romesh and Alissa 
find clues for their pre-prepared plot, such as personal 
items belonging to the missing business partner. 


Calling it a night, everyone goes to their separate rooms. 
The night is pierced by a scream from Alissa's room. 
They find the Count clasping Alissa, his mouth and her 
neck bloodied. She manages to say, ‘He’s not supposed 
to bite,’ before collapsing. The Count launches himself 
at the characters, seeking his next victim. After a brief 
conflict (and maybe another infection), five people in 23rd 
century corporate uniforms burst in; one points a device 
at the Count, and he dissolves into a pool of Flesh. As a 
medical team puts Alissa on a stretcher, the technician 
offers the resort's apologies to the travellers and asks 
everyone to come backstage. 


О Act Three: Backstage 
A concealed elevator takes everyone into the backstage 
area. Tris, from middle management, apologises and offers 


full refunds in exchange for non-disclosure agreements. 


Even when the proverbial curtain is pulled aside, revealing 
the role-play resort reality, the horror is not over. Alissa 
only has light scratches on her neck: the ‘vampires’ are 
not supposed to pierce the skin, but there are signs of 


an infection. 


The infection is programmed Flesh tech that carries the 
pre-programmed character of the vampire. As it spreads 
through her body, it affects her behaviour, gives her fangs, 
and increases her speed and strength. The characters 
discover, or are told, that there is an error with the 
programming of the Count. As medics tend to Alissa, she 


throws them aside, alarms sound, and the characters must 
chase after her. Alissa tries to infect staff, creating more 
‘vampires’ to deal with, and hunts Romesh to bite him. 
Of course, one of the first things the new ‘vampires’ do is 
cut the power. 


It's a race to restore power, devise a way to remove 
the infection, and deploy it — while being stalked by 
‘vampires’ programmed to react to classic vampire 
tropes (crucifixes, garlic, sunlight). The disruption gadget 
that switches off the Flesh programming, used by the 
technician on the Count, only works at close range and 
may not be permanent; a reprogrammed ‘antiFlesh’ 
could be dispersed (in ‘holy water’) to counter the faulty 


programming. 


Once they resolve the issue, the characters can leave 
the resort, passing advertising screens for other locations 
offering similar experiences in different genres. 


FLESH-INFECTED ‘VAMPIRE’ / 


THE COUNT AND 
VAMPIRE ALISSA 


Concept: Flesh ‘Vampire’ 
Focus: Blood 


Awareness 3, Coordination 4/5, Ingenuity 
3, Presence 3/5, Resolve 3/4, Strength 5/6 


Skills: Athletics 4, Conflict 2, Convince 4, 
Intuition 2, Subterfuge 2, Survival 3 


Distinctions: Flesh construct — capable of 
infecting those it bites to convert them into 
another ‘vampire’. Increased Strength and 
agility, vulnerable to sunlight, holy symbols. 
Weapons: Bite (Strength +2) 


Tech Level: 6 


Story Points: 1-2, 4 


Planet Despeedo 
Despeedo is an Earth-type planet but colder and with a 


slightly higher gravity. The air is unpleasant but breathable 
in the safe areas. The native Despees are a humanoid, 
mammalian species, shorter and hairier than humans and 
more muscular due to the higher gravity. The survivors 
live as hunter-gatherers in small nomadic bands. They 
have Bronze-Age technology but are still an advanced 


species, enduring a harsh environment. 


The world is 80 percent irradiated wasteland and scarred 
from massive planet-mining operations. The planet is 
recovering from a nuclear winter with all technology ruined 
by nuclear blasts. The Daleks were using Despeedo to 
mine for Onithium, which is important for their spaceship 
armour. They enslaved many Despees as Robomen 
using mind-control helmets. The Daleks also brought іп 
a number of vast Onithium extraction machines called 


Ground Strikers, each moving on huge caterpillar tracks. 


When the Daleks abandoned Despeedo eighty years 
ago, their nuclear planetary extermination devices 
malfunctioned, although the planet was still terribly 
damaged and all the Despee technology was destroyed. 
The surviving Despees still remember the days of the 
Daleks, as they normally have 200-year life-spans. There 
has been no sign of the Daleks nor of any other alien life 


for eighty years. 


© Act One: Survivors in the Wasteland 


The characters intercept а communication from 
Despeedo sent using a Dalek code. When the Daleks 
abandon a world, they typically exterminate everything 
they leave behind, so not only should there be no Daleks 
on Despeedo, there shouldn't be anything оп Despeedo. 
The message reads ‘Ground Strike D45-8 requires 


immediate support and resupply.’ 


When the characters land on Despeedo, they see a 
ruined landscape. They have landed in a safe area which 
is still pretty barren. Exploring, they encounter a Despee 
hunting party. The lead hunter, Faltro, and his group take 
the characters back to the camp to meet the rest of the 


group of fifty individuals and to meet their leader, Novolo. 


Many of the Despees have radiation sickness and any 
medical assistance would help make friends, as would 


food or any other useful items. 


The group has recently been attacked and some were 
kidnapped. The attackers were other Despees but Faltro 


says they were ‘wearing Dalek mind-control helmets.’ 


Fighting with neighbouring groups of Despees is not 
unusual but seeing the other group in the Robomen 
helmets was new. The mind-control helmets must be 


deactivated before removal or the wearer will die. 


Тһе Robomen controls were contained in the fully 
automated command deck inside the Ground Strikers. 
The characters realise that one of the Ground Strikers 
must still be working as the ground shakes and a rumble 
grows in the distance. 


О Act Two: 
Ground Strike D45-8 Arrives 


The characters hear the sound of the approaching 
excavator long before it gets to the camp but getting the 
Despees together and retrieving their equipment before 
it is all crushed is a challenge. 


Once safe, the characters realise the machine is on its 
own path at the pace of a gentle jog. They can follow it 
and observe it more closely. 


The massive machine is automated, mining the Onithium 
as programmed, following a seam of the mineral. It 
pumps toxic smoke out of its exhaust and leaves a trail of 
hot, toxic sludge behind it, the remains of the rock once 
the Onithium has been extracted. 


Watching the machine, the characters can see a number 
of Robomen on board through the windows. These 
Robomen look thin and weak, struggling to perform 
their tasks. Any Despees with the characters recognise 
that some of the Robomen are the kidnapped villagers, 
including Faltro’s sister. 


One Despee on board is not wearing a Roboman helmet 
and is giving the others orders. This is Ismeetees, who 
sided with the Daleks when they invaded. When the 
Daleks left, Ismeetees took over the Ground Striker. 


Ismeetees knows enough about the Dalek systems to keep 
the Ground Striker going and to control the Robomen. 
He believes that the Daleks will return and reward him. 
He sends the Robomen hunting for food but they are 
not very efficient. Ismeetees also realises that if the free 
Despees get hold of him they will imprison him, or worse. 


© Act Three: 

Attacking the Ground Striker 

The challenge is getting on board the Ground Striker 
and defeating Ismeetees whilst avoiding killing or getting 
killed by the Robomen. The characters then need to get 
to the Robomen Control panel and disable control before 
removing the helmets. 


Climbing the Ground Strike is difficult, even with rope, 
due to the increased gravity. Falling off the top, where the 
access lifts are, risks falling into the caterpillar tracks and 
being crushed. Ismeetees is armed with a Vibrostunner. 
This is a riot-control weapon much like a cattle-prod; 
anyone hit by it is wracked with paralysing pain — which 
provides time enough to get a Roboman helmet working 


on them. 


There are cameras all over the Ground Strike, and any 
noise or explosions will alert Ismeetees to the characters 
trying to get on board. He does anything he can to stop 
them. If he knows he is beaten, Ismeetees steers the 
Ground Striker towards a deep canyon and destroys the 
controls. This leaves a short amount of time to rescue the 
Robomen and escape the machine. 


О Epilogue 

While characters are celebrating their success with the 
Despees, they detect a response to the original message. 
A response from the Daleks... 


DESPEE / ISMEETEES 


Concept: Sturdy Survivors / Dalek 
Sympathising Overlord 


Focus: Survival / Impress 


Awareness 3/3, Coordination 2/3, 
Ingenuity 2/3, Presence 3/4, Resolve 4/4, 
Strength 5/4 


Skills: Athletics 2/2, Conflict 3/4, Convince 
1/3, Craft 3/2, Intuition 2/3, Survival 4/3, 
Technology 1/3, Transport 1/3 


Distinctions: Despee — hardy survivors, 
they are tough, reducing any damage 
received by 2. 

Weapons: Axe (Strength +2 damage) / 
Vibrostunner (2/4/6 — damage to Resolve 
until unconscious) 


Tech Level: 2/5 


Story Points: 3/6 


Mattoon, Illinois - September 1944 


Long ago, the Chalvus’ home planet of Chalvida was 


caught up in the devastation of the Time War between the 
Time Lords and the Daleks, and ultimately their planet and 
people were wiped out. One surviving Chalvus concluded 
that since the Time Lords and Daleks rely on time travel, 
poisoning the vortex and preventing time travel would 


save other civilisations from meeting the same fate. 


The industrial town of Mattoon, Illinois is suffering, like 
towns across the USA, as a result of the Second World 
War. Food and goods are rationed, and factories are 
shutting down. 


Historically, there were twenty attacks in 1944, with 
sensational newspaper headlines dubbing the attacker 
‘The Mad Gasser of Mattoon’. This is Koakul Bewuil, the 
Chalvus who has been testing and refining his time toxin 


before unleashing it. 


О Act One: Now Arriving in Mattoon 
The TARDIS arrives in Mattoon, September 1944, 
after picking up some strange readings. As far as the 
characters can tell, there’s nothing extraordinary about 


this small American town. Police officer Jenny Bell knocks 


on the TARDIS door shortly after it lands at a crime scene 
— Ardell Spangle’s home, the latest victim of the ‘Mad 


Gasser’. 


This house is in a modest suburb, which has let the police 
keep a lid on things. Jenny is inquisitive, wanting to solve 
a crime the rest of the force see as a waste of police time. 
Talk of the attacks is starting to grow, and the police want to 
keep things quiet to avoid a panic, but Jenny is determined 
to get to the bottom of this mystery. If the characters 
flash some fake IDs, Jenny is happy to accept their help, 


and can investigate this (and previous) crime scenes. 


Things Known About The Attacks: 

• Тһе victims were awake and can remember a little, but 
the details are fuzzy. 

• The gasser wears a mask with large eyes and ап 
impossibly small mouth vent. 

• Тһе victim always remembers smelling something sickly 
sweet and cloying. 

е People who were attacked have lost small amounts of 
time, wristwatches are out of sync. 

• Victims are reluctant to talk. 


• Surfaces touched by the gasser glow with a fluorescence. 


© Act Two: Let's Find Those Clues! 


The characters find more clues with each home they 
visit. Scanning any of the victims shows the presence of 
Chronon energy, a result of them losing time. Strange 
glowing chemicals are found on the door frames and 
windows of the victims’ homes. It's not radioactive, but 
could it be the blood or sweat of an alien species? 


A mass of white jelly in the rough shape of a human is 
hidden somewhere at one scene. It's a collection of 
human white blood cells, collected into a single body, 
strangely coagulated into humanoid form. 


Finally, scanning victims’ clothing uncovers parrinium 
laced into the fabric, especially in the clothes worn to 
work at the Atlas-Ilmperial factory. Parrinium is incredibly 
rare — Daleks enslaved a whole planet to mine it, and 
Earth only has very small deposits. 


Once the characters find these clues, Officer Bell gets 
a radio call for a new attack: neighbours have observed 
someone being kidnapped by a tall, thin figure. 
Alternatively, Jenny can take this call at any point to urge 
the characters forward. 


At the site of the kidnapping, there is a small piece of 
technology (a round metal device with a wheel of lights) 
that repairs itself — when activated, it drains the power to 
nearby lights and appliances. Self-repairing technology is 
rare, but may be the source of the readings that drew the 
TARDIS here. 


© Act Three: Time Vortex Toxin 


The characters follow the Atlas-lmperial clue, or trace 
energy readings similar to the power draining device, 
to a factory in the industrial area that hides the Chalvus 
spaceship. Koakul is here with the kidnapped victim, the 
catalyst with the perfect biological signature to fuse the 
toxin and Chronon energy into a poison to infect the 
vortex. The characters arrive as Koakul reveals his plan 
to his captive: 


1 hate Daleks. | hate the Time Lords. Their squabbles 
destroyed my planet. No one should have the power 
of time travel. My gift to you is this: protection from 


interference.’ 


‘| will ensure no one is threatened like we were. My ship 
will open a doorway to the time vortex, and | will poison 
the time stream. Anyone who has time travelled, myself 
included, will die. No one will be able to travel through 


time ever again.’ 


They can convince Koakul to abandon his plan. If the 
Doctor is present, Koakul will refuse to deal with a Time 
Lord. The companions can open a dialog with the survivor. 


The characters can sabotage Koakul’s toxin or prevent 
it entering the vortex. A more active, and potentially 
violent, solution is to physically stop Koakul. The power 
drain device may temporarily close the portal, giving 


them more time. 


If these fail, the Doctor can perform a last ditch plan to 
prevent the toxin from working. Summoning the TARDIS, 
the characters can draw the toxin into the TARDIS, 
metabolising it in the ship itself. The Doctor states this 
may seriously damage the TARDIS but it will save all of 
time and space. 


KAOKUL BEWUIL 


Concept: Chalvus Survivor 
Focus: Driven 


Awareness 3, Coordination 2, Ingenuity 
5, Presence 4, Resolve 3, Strength 3 


Skills: Athletics 2, Conflict 2, Convince 2, 
Craft 2, Intuition 3, Science 4, Subterfuge 2, 
Technology 3, Transport 3 


Distinctions: Chalvus — can see perfectly 
in the dark, grey skin, large disc-shaped 


eyes with no pupils. 


Weapons: Gas Gun (S/S/S) - knocks victims 


unconscious for 30 mins 
Tech Level: 7 


Story Points: 6 
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England - Summer 1976 


Rookholme is a picturesque village in the North of 
England, a rural idyll where the day-to-day pace is gentle 
and relaxed. Nothing exciting happened here, until a few 
weeks ago when the residents found their tranquil lives 
disturbed. 


Little Tommy Smith had claimed to see the ghost of his 
dead father standing outside the front door; drunken 
Old Jeff insisted there were lights in the woods, will-o'- 
the-wisps that had followed him until he’d shouted them 
away; even Miss Barnes, spinster and former history 
teacher, had muttered about The Hag, a local legend told 
to frighten naughty children. Others laughed about it at 
first, shrugged it all off as sunstroke or attention-seeking 
--а sad child, a drunk, апа a lonely old lady were hardly 
credible witnesses — until the night two armies of spectral 


warriors were seen battling on the village green. 


When the characters arrive, its clear that there is 
something wrong. Rookholme has become an uneasy 
place when the beating sun goes down, and the villagers’ 


growing lack of decent sleep is evident; the bonds of the 
community have started to fray. The residents are wary 


of strangers, and even growing suspicious of each other. 


Only Miss Barnes is willing to tell the characters anything 
of worth — she speaks of Haven, a stately home on 
the other side of the woods which has been recently 
occupied by what she calls a ‘hippy commune’. She's 
heard a rumour that one of Haven’s residents recently 
went missing in the woods; Old Jeff claims to have found 
a strange body there, but when he and another villager 
returned, it had gone. 


Haven is a front for The Oberon Institute, an organisation 
devoted to researching the nature of dreams in order 
to help cure insomnia and other sleeping disorders; the 
‘hippies’ are merely volunteers helping Professor Ashford 
with this work. Investigating reveals that Ashford’s in 
league with The Mydurs, aliens who are feeding on 
the mental energy created by dreams and especially 


nightmares. 


Their effluence is а psychic overspill that is the cause of 
the visions that are unsettling the good folk of Rookholme; 


it is literally bringing their dreams to life. 


As the villagers grow increasingly disturbed from these 
living nightmares, the ever-greedy Mydurs are reaching 
further out to feed. A vicious circle is forming that 
threatens to destroy Rookholme, and beyond. Can the 
characters solve this mystery in time before the entire 
village — and possibly the whole planet — succumbs to 


this psychic onslaught? 


О Setting 

On the surface, Rookholme is a picture-postcard version 
of rural England, where all the residents know each other. 
Scratching that veneer reveals an underlying tension; 
it could be caused by the heatwave — the summer of 
1976 was the hottest on record, leading to drought and 
a high number of hospital admissions — or it could be 
something much more sinister. The bonds of community 
are starting to fray, as fear makes each villager become 
more insular; some are walking around as if they were 


half-asleep, like zombies... 


© Act One: A Warm Welcome? 


The era is ideal to have the characters working with 
UNIT, investigating the reports of ghosts on the village 
green. If arriving by TARDIS, they'll hear of the strange 
goings on — perhaps one of the companions is originally 
from Rookholme, and is invested in what happens here. 
Whichever the circumstance, the locals are reticent, and 
characters are warned away by Miss Barnes — ‘There's 
only danger here for you’, she tells them — but when they 
see a ghost themselves on their first night, the game is 


afoot. 


© Act Two: Mydurs Summer Dreams 

After some persuasion, Miss Barnes reveals what has 
been going on. As well as Haven, she points them in 
the direction of Old Jeff, an eccentric who lives near 
the woods. Jeff isn't home, but noises suggest һе is 
somewhere amongst the trees. Looking for him is more 
Hammer Horror than summer stroll; strange noises echo 
amongst the branches, a thin mist covers the ground, 
fleeting shapes can be seen weaving between the trunks 
(Mydurs, or Jeffs dreams?). When they find Jeff, he is 
asleep and unable to be woken. Investigating Haven 
reveals that Professor Ashford is driven by personal loss, 


and dedicated to his research. 


His equipment had accidentally summoned the Mydurs, 
and now, he is using them to further his cause; they claim 
to be helping, and he is unaware of the after-effects of 
their feeding. While the characters are with him, Ashford 
discovers one of his subjects is unable to wake up... then 
another, and another. These Mydurs are reckless ‘children’ 
of the species, and they have realised that, by keeping 
people asleep, their ‘food’ is more abundant. The better 
they feed, the more solid the ghosts become, and more 


capable they are to reach their source and do damage. 


© Act Three: The Big Sleep 


It's a race against time to find the Mydurs’ nest, as the 
sleeping sickness starts to spread. If UNIT are involved, 
there's the possibility of a full-on fight against the ghosts, 
the soldiers keeping them away from the sleeping village. 
Characters must stay awake, save Miss Barnes from the 
Hag, and help Ashford adapt his machinery to send a 
new signal to the Mydur homeworld, and these invaders’ 
elders. These need to be negotiated with, but the Mydurs 
are not evil creatures, and ultimately call their children 


home, meaning the village will wake up and there will be 


no more nightmares —none that come to life, at least... 
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London - Present Day 


© Act One: Checking In 


The characters spot a young woman leaving The 
Hammond, a four storey Victorian hotel. She looks 
distressed and approaches the group. She's looking for 
her missing sister, who recently checked into the hotel. 
Julie says her sister, Elena, checked in a week ago, but 
hasn't been heard from since. Julie refuses to go back 
into the hotel, saying ‘There's something not right about 


that place.’ She goes off to call the police. 


Inside, the hotel is modern except for an old grandfather 
clock with strange markings on its face. The characters 
notice all the guests are elderly. The hotel manager, 
Patrick Hammond, who seems young for his position, says 
he’s not seen Elena. 

Before the characters can question further, a strange 


ripple washes over reality and leaves them disoriented. 


The group find themselves alone in the hotel — the 
interior is now Victorian, with the grandfather clock the 
only consistent. The latest entries in the guest register 
are for August, 1898. The doors are locked and can't 
be opened. On a table, a worn and well-read children’s 
magazine from 1868 called ‘Starshine’ lays open on an 
article by Lewis Carroll, explaining Carroll's ‘Alphabet- 
Cipher’ code. 


© Act Two: Room Service 

Just as the characters have exhausted their options, 
another ripple occurs and the group returns to the 
present. No time has passed. The manager says the place 
has been in the family for over a century, and asks if they 
require rooms for the night. Attempts to leave the hotel 


cause ripples that send the characters back to 1898. 


Exploring the hotel, the characters discover rooms with 
interiors from different time periods, from its Victorian 
origins to the present. From psychedelic rooms with vinyl 
records, to pastels with cassette tapes laying around, 
each room reflects the period the guest booked in. In 
one 80s room, several polaroid photographs show blurry 
creatures. Any guests the characters encounter in these 
rooms are very elderly, exclaiming they don’t belong here, 
that there are vermin skittering about, or that they can’t 
find the exit. One guest says there was strange banging 


from the hall outside their room. 


Checking the hall, the characters can find a loose panel, 
hiding a folded note — the first of a string of clues to 
follow. Each contains a message and a coded clue to the 


next note using Lewis Carroll’s Alphabet-Cipher. 


My name is Alice Mitchell, investigator of the paranormal. 
Reports of strange lights in the sky brought me to this 
area. There is something wrong with this hotel. | appear 


to be the only guest under 90 years of age. The hotel 


manager, a more nervous тап | have never met, is 
preoccupied with the grandfather clock that is in need of 
repair. It seems | have failed in my investigation. Perhaps 
you will fare better. 


Use the Alphabet-Cipher. Key is RABBIT. 
Code 1: IOPN BAIEF РУХ KWP VVWVR SVO DVY JT ККТ. 
Solution is ‘Room three one two under rug key is cat.’ 


You can find the Alphabet-Cipher online, though if you do 
not have access to it, the characters can decipher the code 
with a successful Ingenuity + Knowledge (Difficulty 
12) test. As the adventure continues, additional ripples 
send the group to and from 1898. They may be attacked 
by the Clockmakers in the void between times. 


© Act Three: The Key to Time 

Following the clue to Room 312, the characters find Note 
2 under the rug, but only in 1898. 

The manager keeps following me. | saw him holding a 
strange contraption — he spoke into it and it spoke back! 
I found another strange device — this one shall remain іп 
my possession. 

Code 2: HLHQR MYO BP FEQWXTS DGY BU SUXGN. 
Solution is ‘Floor two in flowers key is queen.’ 


On the second floor, in the vase, is Note 3 (1898). 

The other guests, once elderly and frail, appear younger 
and more full of life — | could swear the manager has 
noticed and appears quite distressed. 

Isaw the strange lights with my own eyes — a kaleidoscope 
of colours and every bit as wonderful and peculiar as 
witnesses described. 

Code 3: TCRMAW BEPY YH KVNCITLBDY OIL YM 
LEGJYV. Solution is ‘Dining hall in gramophone key is 
hatter.’ 


The characters can find Note 4 in either time, though 
in the present it is quite fragile, within the horn of the 
gramophone in the dining hall as it plays a snippet of 
music from different time periods. 


It seems the grandfather clock will soon be repaired. The 
clerk appears much more relaxed. ‘Everything will be as it 
should be,’ he said. 

Code 4: XNV ZXKS JPX MAVFBGA ESFRIGZ KCHSL. 
Solution is ‘Two zero six through looking glass.’ 


Following the clue to room 206, they find an elderly lady 
whose memory has long faded. Newspaper clippings 
show paranormal investigator, Alice Mitchell, then 28, 
discovering mysterious cave markings. On the bedside 
table is a hollowed out copy of Through the Looking- 
Glass concealing the Final Note and an alien device with 
similar markings to the grandfather clock. 


І saw them. Men, but not men. It’s the clock. I’m so tired. 
The grandfather clock chimes midnight, and all characters 
start to age quickly, apart from the character holding the 


alien device. 


The group must get past the manager, and hold the alien 
device against the grandfather clock to open it, revealing 
strange alien tech — tinkering with it causes a flash and 
a bang, and the clock stops. Clockmakers appear next to 
the device, snarl, then disappear — taking the clock with 
them. The hotel owner ages rapidly — now trapped in a 
frail 140-year-old body — while the guests regain their 
youth. Many of them, including the now youthful Alice, 
fade and return to their own times. 


THE CLOCKMAKERS 


Concept: Temporal-meddling bat-like 
humanoids 


Focus: Youth 


Awareness 3, Coordination 2, Ingenuity 
2, Presence 3, Resolve 2, Strength 2 


Skills: Athletics 4, Conflict 2, Science 3, 
Survival 2, Technology (Clocks) 5 


Distinctions: Clockmaker — metre tall bat- 
like wingless humanoids, with sharp teeth 


and claws. 


Weapons: teeth and claws (Strength +2 


damage) 
Tech Level: 7 


Story Points: 3 


Sommerton, England, Earth - 
August, Early 21st Century 


In the village of Sommerton, it is forever summer. Children 


play outside, and families picnic on the village green. It is 


idyllic and serene. 


But summer has gone on for too long. The ground is 
drying up, crops are dying, and the children are starting 
to fall ill. 


Summer is being artificially extended here. A group of 
researchers, remnants of an old Torchwood Institute team, 
have been investigating an ancient stone located under 
Sommerton Church. They have discovered that it can 
manipulate time and probability in a localised area. The 
researchers are using it to maintain and recreate the long, 
hot summers of their childhoods, extending it constantly. 
They do not know that the stone is distantly connected to 
the Weeping Angels, feeding on temporal energy in the 
form of potential. And the greatest potential nearby is the 


villagers’ future. 


© Act One: In the Summertime 

Sommerton is an idyllic English village where time seems 
to have stood still. Nestled in a valley, the village is cut off 
from the rest of the world, and it currently sits basking in 
the sunshine of an improbably long, hot summer. This is 


where the characters arrive. 


The village huddles around a small green with a duck 
pond, which, in other places, would have been paved 
over for a car park. People are sitting out, having picnics, 
eating ice cream. A group of kids race past on bikes. 
There is no cell phone service, presumably because of 
the hills around the village. The notice board outside 
the village hall shows plenty of local events: bake sale, 
amateur theatricals, a ‘Movies and Memories’ evening 
(‘Bring your own photos and home movies to share!’). 
Diane, a woman in her 50s, is pinning up a piece of paper 
that reads ‘All events cancelled until further notice’. She 
asks the characters, ‘Oh, | don’t know you, do 1? How'd 
you get to Sommerton?’ The question is not unpleasant, 


but has a sharpness of suspicion to it. 


At that moment, there is a crash and a commotion. 
The youngest of the biking children, Danny, has fallen, 
and people are gathering to help. He is unconscious. A 
successful Awareness + Medicine (Difficulty 12) test 
suggests that there is something unusual about this: 
Danny seems very pale, his skin almost translucent — but 
there are no apparent injuries. Diane hurries over and 
takes charge. ‘Take him to Andrew’s,’ she commands, and 
the child is picked up and carried over to the old vicarage, 
close to the church which sits on top of an unusual and 
clearly artificial mound. 


© Act Two: Summertime Blues 

The people of Sommerton are polite but clearly 
suspicious of strangers. They also seem well-educated, 
with a professional-level interest in science. There is a 
strong sense of nostalgia, comparing this summer fondly 
with childhood memories: ‘Summer as it should be, eh?’ 
Concern about the children is apparent; Danny is the 
fifth child to collapse like this, all of them the youngest 
children in the village. They are alive, and being kept 
under observation in the village hall. Strangely, the 
equipment monitoring them is hospital quality. Scans or 
temporal sensitivity suggests that they are fading from 
time, losing their potential futures. 


‘Andrew’ is Professor Andrew Newcombe, who lives in 
the vicarage. His bookshelves are packed with advanced 
texts on quantum physics, and local archives. Researching 
the archives shows that Sommerton was historically an 
unsuccessful village, and was rebuilt in the late 19th 
century with few further additions since. 


The vicarage also has a concealed passage from the 
cellar that runs directly to a chamber under the church, 
within the mound. There, a two-metre-tall stone monolith 
is surrounded by computers, sensors, and a team of 
scientists. The mound was an ancient attempt to contain 
the power of the stone. The monolith seems alive in 
some way, and to be distorting time. Waves of power 
pulse out of it, peaking every few days, with the peaks’ 
frequency accelerating; the last major pulse was when 
Danny collapsed. Previous peaks match times of previous 
collapses. 


Either from a monologue from Andrew, or records here, 
the characters can learn that the village was purchased 
by the Torchwood Institute in the late 19th century after 
they became aware of the strange powers of this stone, 
which feeds on and manipulates time and potential. In 
the confusion after the fall of Torchwood, the team were 
essentially forgotten and left to their own devices. (The 
records also contain mention of Operation Golden Age: 
see Invasion of the Dinosaurs in the Third Doctor 
Sourcebook). The monolith responds broadly to the 
scientists’ desires; they have made this place a little 
paradise from their memories. The cost is that the children 
are suffering — fading away, literally. Andrew is aware that 
the ‘stone’ is draining potential futures to influence the 
present, but is happy to make that sacrifice. Of course, 
the Doctor may have an even greater potential future... 


© Act Three: If | Could Turn Back Time 


The task is either to save the children and leave the village 
to its fate, or to prevent Andrew from trying to feed the 
stone with even more energy to keep the village in his 
idea of a perfect summer forever. The simplest route is 
to simply take the children away from the village, maybe 
persuading everyone except Andrew to evacuate; 
the children will recover their health in time. Not all of 
Andrew's team are as prepared to sacrifice the children, 
but he willingly feeds those who do not follow him to 
the stone. This provides surges of energy that lead more 
people to collapse as it feeds, slowing time around it, 
and exploding equipment, for a dramatic finale. The 
characters could blow up the monolith, though its shards 
may still hold some power. Andrew himself could fall 
victim, or the stone's reality distortion altered to leave 


him trapped in his own idyll while everyone else escapes. 
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POLICE ‘eats BOX 


© Prologue: Sudden Ending 

The characters arrive on an abandoned spaceship in the 
middle of nowhere, well off the usual space lanes. It has 
no crew, but life support seems to be functioning. The 
characters explore the ship, however, twenty minutes of 
in-game time after the characters arrive, the adventure 


stops. And begins again. 


О Act One: Again 


The characters arrive on an abandoned spaceship in the 
middle of nowhere, well off the usual space lanes. It has 
no crew, but life support seems to be functioning. The 


characters explore the ship, however... 


The characters are actually caught in a time loop. They 
cannot escape it by the means they entered — they must 


find a way to end the loop from within. 


The time loop encompasses a relatively small sphere 
around the centre of the ship. This area feels new, with 
bright lights and shiny surfaces. The loop has been 
repeating for so long that everything outside the sphere 
is millions of years older — ancient, dark, and decrepit. 


It is dangerously rusty, and pieces break off at the least 
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provocation. The system of bulkhead doors ensures the 
rest of the ship is intact and the life support elements 
still function, but even these are precarious. It is a cargo 
ship, carrying food supplies, powered by continuum warp 
drive technology. This malfunctioned and the ship fell out 
of warp space in the middle of nowhere. The crew was 


immediately erased from time. 


During the millions of years that the spaceship has been 
floating undisturbed in space, a colony of rats that had 
infested part of the ship’s cargo has mutated and evolved 
into a race of sentient bipedal rats, who, due to a phonetic 


misunderstanding, call themselves the Kroo. 


The Kroo lurk in the darker recesses of the aged ship, 
obsessed with collecting bits of salvage. They feed on 
mutated fungi, originally growing on the ship's cargo, that 
evolved to thrive in this environment. While they feed 
on mutated mushrooms, they would love a bit of human 


flesh to go with it. 


The Kroo fear the overwhelmingly bright lights of the 
time looped area. They have developed a religion based 


on the duality between the decay of their world and the 


ТНЕ ККОО 


Concept: Humanoid Rat Scavenger 


Focus: The Light 


Awareness 4, Coordination 4, Ingenuity 2, 
Presence 2, Resolve 2, Strength 4 


Skills: Athletics 3, Conflict 3, Craft 1, Intui- 
tion 2, Subterfuge 2, Survival 3, Technology 1 


Distinctions: Humanoid Rat — natural 
weapons of claws and teeth (Strength +2), 
fast, with keen senses (+2 to Awareness rolls 
involving smell). Fear of bright lights. 


Weapons: none 


Tech Level: 4 


Story Points: 2 


perpetually pristine world inside the time loop. They are 
meagre creatures of the dust and the rust while anything 
emerging from the light must be divine. 


Kroo society revolves around scavenging parts of 
the ship and getting them to work in primitive ways. 
The more spectacular the lights or sounds, the closer they 
are to the divine, and the more the item is valued. There 
are few working components remaining in the aged ship. 
Brave Kroo occasionally venture into the bright centre of 
the ship, though their religion forbids it. 


Kroo society is not homogenous and peaceful. There 
is currently a feud going on between the portside Kroo 
under the leadership of the belligerent Kaptun, and 
the starboard side under the scheming Boesun. They 
constantly raid each other's caches of salvage and 
sometimes fight bitter wars. 


О Act Two: Reset 

The characters have materialised inside the time loop 
itself, and are saturated with particles from the continuum 
warp engine. Every twenty minutes they reappear where 
they started, inside the time loop, no matter where they 


were or where they have been. While the time loop exists 
they cannot escape this, although they can leave the 
confines of the loop temporarily. 


Luckily, the characters retain their memory of what has 
happened, so they are aware they are in some sort of loop. 
It should occur to them that they will need to destroy the 
time loop from the inside to be able to escape it. 


If they leave the loop — which they need to do in order 
to find the spare parts required to fix the engines — they 
are still subject to its effects. When the loop resets, they 
disappear from wherever they are, and reappear back 
where they started. Similarly, if items are moved around 
inside the loop, brought into the loop or taken out of 
it, they reappear where they began. This means the 
characters have to carry out the solution from beginning 
to end, entirely within one iteration of the loop. 


© Act Three: Solution 

A series of tasks are needed to power down the ship's 
temporal drives safely, in order to collapse the time 
loop — interacting with the ship’s computer, working 
out the historical failures of the system, analysing the 
stricken warp continuum drives, and discovering which 
components need replacing. The characters must enter 
the dangerous Kroo infested outer ship to get the 
components held by both sides of the Kroo civil war. They 
can make friends with one side or the other, trade, steal, 
or try other creative methods. 


The tasks can be accomplished in the twenty minutes 
required. The more difficult aspect is working out precisely 
what needs to be done. Fortunately, the characters have 
infinite iterations of the time loop to work it all out. 


© Epilogue: Collapse 

As soon as the time loop disappears, the characters are 
able to leave the ship by whatever means they arrived. 
However, the Kroo sense that the time loop has gone, 
and their fearsome god is destroyed. Both factions of 
Kroo society are anxious to invade the new part of the 
ship to scavenge as much as they can before their rivals 
get there. If the characters have made enemies of one or 
both of the sides, they could be in danger. 
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